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A Bird’s Eye View 
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APPLE 


This is a colorful and attractive way to help students learn how 
to identify the MAIN IDEA in a short paragraph. No computer 
knowledge or additional instructions are needed to use this program. 




• COLORFUL GRAPHICS 

of birds or bird scenes 
related to the stories make 
this drill interesting and 
holds the student’s 
attention. 

• SOUND EFFECTS (with 
option to turn off) in some 
selections provide addi¬ 
tional reinforcement. 

• POSITIVE REINFORCE¬ 
MENT comments for 
correct answers. 

• PERCENTAGE SCORE 
calculated for student at 
the end of each lesson. 

• ONE YEAR WARRANTY. 


(Grades 3-5) Interest level for all ages 

Order No. FSI2100.$39.95 


Copyright 1986 by Frontier Software, Inc. 

P.O.Box 56505 
Houston, Texas 77227 
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FRONTIER SOFTWARE,INC, 

P.O. Box 56505, Houston, Texas 77227 


Copyright 1986 by Frontier Software, Inc. All Rights Reserved. 
APPLE is a registered trademark of Apple Computer, Inc. 


A BIRD’S EYE VIEW 
OF THE MAIN IDEA 


INTRODUCTION 

This is a self-directing drill and practice program designed to teach students how 
to select the main idea from a short story selection. The theme of each reading 
selection is birds. 

The program content consists of randomly generated selections vary ing in length 
from 24 to 65 words. Each time the program is run, the students will work with 1 
to 36 paragraphs. The teacher should exercise the option as to how many of them 
each student will work with during each session. If only one selection is chosen, 
the student will have the option to do another or quit after the first one is com¬ 
pleted. However, most students will need to work with at least 5-10 paragraphs 
before stopping. 

After reading a paragraph, the student will try to determine the main idea by 
selecting one of three possible answers. If he/she answers correctly, they will 
receive a positive comment between selections. If they answer it incorrectly, 
they will be shown the correct answer followed by a message of encouragement. 
Because there are only three possible answers, one try is given for each, but the 
student may run the program for practice as many times as he/she wishes. 


GRADELEVEL 


This program is recommended for students in grades 3-5, but it may be used for 
upper grade remedial or lower grade accelerated students. The program’s subject 
matter is appropriate for all ages. 
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STARTING THE PROGRAM 


To start the program, first insert the disk in the disk drive and close the door of 
the drive. After you do this, turn on the computer. The red disk access light on the 
drive will then come on. DO NOT open the disk drive door when the light is on. 
This could cause accidental erasure of your program. 

After the disk drive has been engaged for a few seconds, the title page of the pro¬ 
gram will come on and the program menu will appear. 


THE PROGRAM MENU 



MENU 


1) TURN OFF SOUND 

2) START 

3) END 


(SELECT THE NUMBER OF YOUR CHOICE) 



Option 1 of the menu is for turning off the sound if you desire. The sound will be 
on every time the program is run unless you select to turn it off. To exercise this 
option, just press the number 1 and you will get this message. 

DO YOU WANT TO TURN SOUND OFF? (Y/N) 

If you press the letter Y, the sound will be turned off and the program menu will 
reappear. Since the sound is automatically on, there is no need to press N unless 
you made a mistake and pressed Y when you didn’t want to. 
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Press the number 2 to start the program or 3 to end the program. 

When you’re ready to start the program, press the number 2 and this screen will 
appear. 


TYPE YOUR NAME AND PRESS RETURN. 


The student will then type in his/her name and press return, which will take them 
to this screen. 


DO YOU WANT INSTRUCTIONS? (Y/N) 


If N is selected, there is no need to press return. The message GOOD LUCK! 
YOUR NAME, and then PLEASE WAIT will remain on the screen for a few 
seconds while the computer organizes the data. Following this the program will 
ask: 


HOW MANY PROBLEMS DO YOU WANT TO TRY? 
ENTER A NUMBER BETWEEN 1 AND 36 AND 
PRESS RETURN. 


At this point, the student may type in any number from 1 to 36 and then press 
return. Shortly afterwards the first problem will appear. If a number less than 1 
(0) or greater than 36 is entered, it will be ignored and another entry will need to 
be made. See “If you select Y” in the next paragraph for instructions and further 
details. 

If you select Y when asked if you want instructions, you will not need to press 
return, and the screen at the top of page 4 will appear. 
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INSTRUCTIONS 


A PARAGRAPH WILL APPEAR AT THE TOP OF 
THE SCREEN. BELOW THE PARAGRAPH WILL BE 
A PICTURE OF A BIRD OR A BIRD SCENE. 

BELOW OR NEXT TO THE PICTURE WILL BE 
THREE POSSIBLE ANSWERS. ONE OF THE 
ANSWERS WILL BE THE BEST CHOICE FOR 
WHAT DESCRIBES THE “MAIN IDEA” IN THE 
PARAGRAPH. 


PRESS ANY KEY TO CONTINUE 



Press any key as instructed and you will get page 2 of the instructions. 



After pressing any key as indicated, you will see: 


PLEASE WAIT FOR AN EXAMPLE 


Then the example shown at the top of page 5 will appear. 
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Bluebirds show a great fondness for 
human society. They are very fond of living 
in orchards. Here there are plenty of home- 
sites in the shape of hollow trunks of trees. 
They prefer holes in which to build their 
nests. Orchard owners benefit by furnishing 
these holes because the birds pay their rent 
many times over by destroying harmful insects 
and worms. 


Select A,B, or C 


a) Bluebirds like human 
society. 

b) They build their 
nests in tree holes. 

c) Orchard owners value 
them because they 
eat harmful insects. 


The student should read the paragraph carefully and try to get the answer right 
for this example. If they select the wrong answer, the box above the graphic and 
answer choices will read THAT’S NOT RIGHT, The answer is: Then a box will 
appear around the correct choice. 

In this example the correct answer is c) Orchard owners value them because they 
eat harmful insects. 


Press the letter C and you will get this message: 

GOOD THINKING! THAT'S CORRECT! 

After this you will get this message: 


PRESS “R” TO RETURN TO MAIN MENU 
OR 

ANY OTHER KEY TO CONTINUE 


If you press the letter R, you will return to the main menu without pressing return. 
If you press any major key other than R, you will get: 



























HOW MANY PROBLEMS DO YOU WANT TO TRY? 

ENTER A NUMBER BETWEEN 1 AND 36 AND 
PRESS RETURN. 

At this point, the student may type in any number from 1 to 36 and then press 
return, and the first problem will appear. 

This option is very flexible to the teacher or student. It is not recommended 
that 36 examples are selected since it would take so long to complete the lesson. 
Usually, 10 examples will take an average learner between 
12 and 15 minutes to complete. 

However, since you may be working on an uncertain schedule, it might be best to 
select only one example at a time. For example, if you choose to try just one prob¬ 
lem, you will get this option after completing that problem. 


Do you want to try another problem? 
Press ‘Y’ or ‘N’. 


If you press N, you will get: 

Your Name 

You got X correct out of X tries. 
Your score is: X% correct. 
PRESS ANY KEY 


Pressing a key will take you back to the main menu. 


If you choose to do another problem, press Y and you will get a new problem. 
You may follow this procedure until all 36 examples are used up if you wish. 
No matter how many problems you select to try in the beginning, the option to 
try another problem is still available as long as all 36 problems are not used up. 
No problem will be repeated during any consecutive session. 
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A student using the program may notice that the first run of the program brings up 
the same problems each time it is run. However, the order of the answers come up 
in an unpredictable manner, and repeated use of the program while still on will 
result in a new sequence of problems. 

If the student does happen to do all 36 problems, the message is the same as the 
one on page 6 which gives the number of correct problems and percentage score. 
After pressing a key as instructed at this point, the program goes back to the main 
menu where you can start over or end the program. 
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ONE YEAR WARRANTY 

If at any time within the first year of purchase your disk becomes 
damaged, worn, or fails for any reason, return it to Frontier Software, 
Inc., with proof of purchase for a free replacement. To insure that your 
warranty is valid, return the warranty card immediately upon receipt of 
your program. 


BACKUP DISKS 

Some programs come with a backup disk as part of the package. For those 
that do not, a copy may be purchased for $10.00 with each program at the 
time of purchase. 


COPYRIGHT 

All of the programs produced by Frontier Software, Inc. are copyrighted 
and should not be copied. If a special situation exists such as a need for 
multiple lab copies or networking, we will make every effort to assist with 
your needs. 







PO Box 56505, Houston, Texas 77227 
(713) 963-0161 












To receive another copy of this diskette* send 
the certificate below and your payment to Hartley 
Courseware, Inc., or to your local Hartley dealer. 
YOU MUST RETURN YOUR OWNER REGISTRATION 
CARD BEFORE YOU CAN OBTAIN A SPARE DISK. 


BACK-UP 
DISK 
CERTIFICATE 

THIS CERTIFICATE GRANTS THE ORIGINAL 
PURCHASER THE RIGHT TO BUY ONE (1) 
COPY OF THE DISK FOR BACK-UP USE. 

CONTACT PERSON ________ 

PHONE__ . __ 

SCHOOL _____ 

ADDRESS_______ 

CIT Y - . _ " 

STATE ■ r . _ _____ ZIP _ 


PROQRAM__ 
VERSION # 


1 0-40 


#t 



COSTs $1000 
(Add sales tax 
where appropriate) 

S/H; 2.00 

$12.00 

Hartley Courseware. Inc. 

. Dimondale. Ml 48821' 
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